Thesis 


by Alexis Thao & Evelyn Wilson 


Thesis is an abstract strategy game for two 
players. Maneuver your thesis intelligently 
to deny your opponent’s arguments and 
affirm your legacy. You play first. 


Goal 


Have the most pieces on the board at the end 
of the game. 

OR 
Form an affirmation. 


Start 


Both players place their thesis (marked with 
a T) at an empty intersection on the board. 
From there, alternate taking turns. 


On Your Turn 


Either: 
1) Move your thesis to an adjacent 
empty intersection. 
2) Place a piece at any empty 
intersection. 


Denials 


A denial is formed by placing pieces at the 
corners of a triangle made by the board’s 
lines. 

If you form a denial on your turn, you may 
remove one of your opponent’s pieces from 
the board (except their thesis). 


Affirmations 


An affirmation is formed by placing pieces 
at the corners of a square made by the 
board’s lines. 

If you form an affirmation, you win the 
game. 


End 


The game can end in two ways: 
1) Either player forms an affirmation. 
2) The board fills up — has no empty 
intersections. 
In case 2), the player with more pieces on 
the board wins. 


Glossary 


e thesis: A movable piece, which each 
player has one of. 
argument: Players’ pieces. 
denial: A triangle formed on the 
board by placing pieces _ at 
intersection points. 

e affirmation: A square formed on the 
board by placing pieces at 
intersection points. 


“+ What’s the center point? 
> A tiebreaker. 
«* What’s an intersection? 
> Any place where two or more 
lines meet. They are marked 
with red dots. 
“* This is confusing! 
> You could try checking the 
examples on the back of this 
paper? 


DENIAL. 


the corners of 
a triangle. 
This forms a denial. 


a piece belonging 


Black fills in 
the corners 
of a square. 


affirmation. 


Therefore, 


Quick Start 


Both players place their thesis at an 
intersection point on the board. Alternate 
taking turns. On your turn, either move your 
thesis to an adjacent empty intersection, or 
place a piece at an empty intersection. If you 
fill in the corners of a triangle, you may 
remove one of your opponent’s non-thesis 
pieces. If you make a square the same way, 
you win. If the board fills up, the player with 
the most pieces on the board wins. 


Hard Mode 


All the rules are the same, except: 

e You must place an argument and 
move your thesis every turn. 

e If atthe end of your turn you cannot 
move your thesis, remove it from 
the board. 

You may move and place in any order. 
Affirmations and denials are evaluated at the 
end of your turn — after you have both 
placed and moved. 


